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The Game 
Bertrand Helias — Producer 


Prince of Persia®: Warrior, Within” presents a 





larker, more mature and mystical storyline than Prince 
of Persia: The Sands of Time". Our goal was to sive the game a sense of fear and oppression peppered 


with thrilli 


between the present and the past, they are immersed in two distinct worlds tightly intertwined within 


Aetient setfuckcee unique combat txpericnces;"and stunning visuals+ As plaress travel 





tly impacts the present. Basically, the rule is "change your past, 





the gameplay — any past action 
control your present.” Our main focus in Warrior Within was to define a new combat system filled 
with incredibly astonishing and deadly moves — including a vast array of combos and special attacks. 
\Xé created an intense combat experience, incorporating a variety of new enemies and unique challenges 
on all Levels, Players will have to develop new strategies and master newly acquired fighting abilities. 


“Also, there are many environmental elements that add to the variety of combat moves. Players can 
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b re detailed, more ali x more immersive than in the previous game. The new enitiong ‘ 
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ted the player to d oppress player inhabits a character who ie 

oy - his own ie wh = dea, This influenced our artistic direction towards a more 


oe eri. treatment. Vol we ret a realistic treatment that would inspire players to © perl 











From bloodthirsty female assassins and well-armored giants to 
hordes of small animals, we created an onslausht of fierce. frightening 
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also to create memorable characters — heroes and enemies that would be 


engraved in players’ memories. Dressing them in bronze, leather, and dark, 





Crete A Aromas RM a fea Co Stier a ect 
to create creatures that amplified the shadowy atmosphere of the game. 


Most formidable of all is che ultimate enemy the Dahaka — an immortal 


creature that cannot be defeated. 
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former self. Now a master warrior, he is stronger, tougher, and self-confident, 
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evaded. XE wanted players to feel the violent rage and enormous determination 
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around his forearms, and close-fitting boots to allow him to perform masterful 
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Wé filled the game with intricately detailed, high- 





Meats hes 











players deeper into the mysterious world of ancicat Persia, From creases in dae: $8 

the leather armor to the honed blade of a sword, our ao Noonan) Bo y 
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these vivid visual elements are meant fo capture the imagination anh oa ay 


lasting and sie ans 
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The main focus for the environmental de: 
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orthadtetadgmmnt bent has qalired tenants dtsactalPnass olfResan Ths 





Sands of Times We also used shadow zones, free spacey and abstract shapes to 
better describe the darksrs more mysterious underworld realms of this second 


same, Color, lighting and vagus forms painted a dark and oppressive atmosphere 
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Executive Producer: Yannis Mallat 
Producer: Bertrand Helias 
Art Director: Mickael Labat 
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